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MaK£5oviac aTr|v Kacrropia 





Koxciai TtepAax 
E7 tiP>w£^o)v: Ka0t]yiiTTj<; Ap. Mi/dAa^ Ayyskoq 
T.E.I. Ai)TiKi]q MaK£6ov(«c, Tprjpa Mij/aviKtov n/,ripO(popiKi'iq T.E., IEEE SB 


ncpiAnqin ■ Ztoxo$ Epyaaia^ 


IX £ 5iaar| ki avamu^n Tpia5iacrraTr|<; £iKovn<r|g TT£pinYn ar iC tcjv KTr|piaKa)v 

eyKcnaoTaoeujv tou TEI 5unKr|<; MaK£5ovia<; orqv Kacrropia. 



H EIKOVIKH TTEpiHYnan £ X £I uAOTTOir| 0 £l M£ TO 

TrpoYPOtpiJa UNITY3D (ripoYpappa 

5 r||JioupYia^ TpiaSiacrraTwv 
PivTEOTraixviSiwv Kai 5 ia 5 pacmKU)v 
TT£pi£XOp£VWV). To TpicrSiaaTaTO povteAo 

£X£i 5r|M |OU PYn® £ i M £ T ° TrpoYPOippa 
Cinema4D. 

O TTpoYPoppanapo^ tou kcxi r \ 5 i£Tra<pn tou XPH^TH (User 
Interface) £xouv 5 r|pioupYn 0 £i p£ Tr|v yKujooa 
TTpoYpappanapou C#. 



O xpn CTTr l? KaT£pa^£i to 

£KT£A£OipO TTpOYPappa OTOV 
TTpoaWTTIKO TOU UTTOAOYICJTri 
KOI CTTr|V OUV£X£ia TO £KT£A£I. 
l1ap£XOVTai o5r|Yi£? ctto 
XPHCTT ri ax£TiKa p£ Tr|v 

TT£pirjYncrr| tou oti^ 
£YKaTacxTacr£i<; tcov kthpiwv 
tou TEI Autikh^ MaK£5ovia^ 
OTr)v KaaTopia. 



Zkotto^ Tr|^ £pYaai'a<; £ivai r| 5r|pioupYia 5ia5paoTiKrj£ 
ipncpiaKrj^ Trapouaiaan^ twv £YKaTaoTao£cuv tou T.E.I. 
Autikh£ MaK£5ovla^ othv Kacrropia. 



O xPhcrTn? £ivai CT£ 0£ar| va 5 ei ti^ eykotootooei^ tou 
IS pupaTo^ p£ k 60£ A£TTTop£p£ia, Kai va 5iaPao£i Ti<g 
ox£tik£c TrAr|po<popi£C Y l0t T*iv £kqotot£ ai'Gouaa. 
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O xpncrTri^ £X£i Tr|v 
5uvaTOTr|Ta va Kav£i 

£vaAAaYH Tr l? TrpoPoAn^ 

(TOTTO0£Tr|p£V£^ KOp£p£^) 

psoco Tris 5i£Traq>n^, KaOcb^ 
Kai p£ to TTArjKTpa AEEIA Kai 

APIZTEPA. 

EttittAeov 5lv£Tai r) 
SuvaTOTriTa oto XPH^H va 

TT£pir|Yn0£l oti^ 
£YKOTaaTaa£iq p£cru> Tr|^ 

“First Person Camera”. 
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Av. Mok£ 6 ovios koi 0pOKns 





